Objective of each chapters: 


CHAPTER 1: 

OBJECTIVE: Discover the location of where the Mariner is being held. 
DISCOVERY: Weaknesses of the Smokers. Find map. Find Maze. 
GAME PLAY: Decision making. Word Game. 


STORY: 

You start off on dry land and are asked to go find the Mariner so the rest of the 
Atollers can be saved. You are guided by the presence of the Sage, a mutant with 
telekinetic and Astral projective abilities who will be your “secret weapon” in your 
adventure. You set out with nothing more than a sack of dirt, water and food and 
head out. Soon you come across a Buoy - a small permanent habitation. 


Its a trap. You are stuck between two Smoker Jet Skis. The only weapon you have 
on your boat is the Harpoon gun. There are three Smokers. One on one jet ski, the 
other two on a Water Bike. Do you shoot your Harpoon at the jet skier, the water 
bikers or do you try to set sail and escape. 


Do you wait to see what they want, run, or fight? 


CHAPTER 2: 
OBJECTIVE: Get through the maze. 


DISCOVERY: Find out that the Mariner was being held here, but has been moved. 

Discover that the Deacon was not killed, but after the destruction of the Valdez, the 
Deacon has moved his H.Q. to the Atoll. The Mariner has been taken there so that 

he can lead the Deacon to his life long goal of dry land. 


GAME PLAY: Maze. Implement key to the Smokers. Puzzle Game. 


CHAPTER 3: 
OBJECTIVE: Find the Atoll. How do you get in? 


DISCOVERY: Discover Helen is there. Find the Mariner. Fight the Deacon and the 
Smokers. 


Conclusions: (3 endings) 


a) The three of you leave the Atoll in flames. You have won. You free the rest 
of the Atollers and all head off for dry land. 
b) Cliff Hanger... The Mariner and Helen are captured. First one speaks, the 
other dies. The Atollers are not saved. 
c) You find the Mariner, but he is not the savior your compadres thought he was. 
Mariner gives you a choice. Go with him or try and save the Atollers yourself. 


Game Play: Decision making. 


